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Abstract— The concept of game is one of the oldest concepts in the life 

of the human being. People have always used the concept of game in their 

lives in order to have fun and to relax. But over the past forty years, 

traditional games have begun to change platforms and games have evolved 

from traditional to digital. In this context, a significant development has 

been seen as a process of digital game development in personal computers, 

palm electronic devices and mobile phones. Although it is seen as one of 

the most important problems in today's world, we should use digital games 

in order to reach positive results. In this study, a study has been done to 

determine the professional tendencies of computer games and primary 

school children. This research was extracted from the MSc Thesis and 

prepared for evaluation purposes. 

Keywords—  Game, Digital game, Vocational guidance, Cognitive 
interaction. 

1 .  I N T R O D U C T I O N  

HE game is an experience that can be used for different 

purposes in various branches of science, whose history is 

known to be based on ancient times. Acording to TDK, the 

game has been defined as intelligence-enhancing entertainment, 

which has certain rules. [1]. Erşan (2006) stated that the game 

was an activity that existed in every period of life, the shape of 

the games, the characteristics of the games, the game materials 

varies for different cultures but is an unchanging universal 

feature for anywhere a child present.  [2]. Montaigne stated “It 

should be noted that the games of children are not games, and 

must be considered as their most serious actions. For truly it is 

to be noted, that children's plays are not sports, and should be 

deemed as their most serious actions.” [3]. Games have many 

benefits for people. Prensky listed some of them as follows [4]. 

1. Games are a form of fun. That gives us enjoyment and 

pleasure.   

2. Games are form of play. That gives us intense and 

passionate involvement.   

3. Games have rules. That gives us structure. 

4. Games have goals. That gives us motivation. 

5. Games are interactive. That gives us doing.   

6. Games are adaptive. That gives us flow.   

7. Games have outcomes and feedback. That gives us 

learning. 

8. Games have win states. That gives us ego gratification.   

9. Games have conflict/ competition/ challenge/ 

opposition. That gives us adrenaline.  

10. Games have problem solving. That sparks our 

creativity.  

11. Games have interaction. That gives us social groups.   

12. Games have representation and story. That gives us 

emotion.  

Prensky claims that nothing else can provide us with all of this. 

Books and movies, which perhaps come closest, have many of 

these characteristics, but they are not interactive, and are 

typically experienced alone. Games, at their best, are highly 

social, highly interactive experiences. [4]. 

2 .  T H E  P L A C E  A N D  I M P O R T A N C E  O F  

T H E  G A M E  I N  E D U C A T I O N   

Games are indispensable in children's lives. For this reason, it 

is the fact that the game is within the child's life makes it 

directly related to education. It is known that games contribute 

to the development of some skills such as focus and 

concentration. According to Amory and Seagram, the role of 

play in psychological, social and intellectual development is 

especially important in early childhood. [5]. Children learning 

through play can improve their social and cognitive skills, 

become emotionally mature and gain the confidence they need 

for new experiences and environments. [6].  Ghazali (1058-

1111) also states that the game is important in the education of 

the child. According to him, play renews the memory of the 

child, increases the learning power and rests the child. Plato 

(B.C.427-347) emphasizes that the child should grow with play 

and that the game has an important place in the discovery of the 

talents of children. Poyraz (2003) and Öztürk (2001) also stated 

that the game enables teachers, parents and children to discover 

the hidden talents of children and that they can contribute to 

their education in this respect. [7]. 

3 .  D E F I N I T I O N  O F  C O M P U T E R  

G A M E S   

As a result of the rapid development of technology, computers 

have started to be found at homes, offices, schools and all 

environments. The transition to the computer age, as well as all 

sectors computer games were brought to the game industry. 

Oxford Dictionaries defines computer games as “a game played 

by a computer, usually a video game. A similar concept of video 

games is defined as “A game played by electronically 

manipulating images produced by a computer program on a 

monitor or other display” [8]. Kirriemuir (2002) states that the 

video and computer game concepts can be used interchangeably 

because of a screen in which the game is watched and data entry 

is provided by means of keyboard or joystick. [9]. 
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4 .  H I S T O R Y  O F  C O M P U T E R  G A M E S   

The introduction of computers into human life has affected 

people's many behaviours, such as getting information, sharing, 

socializing and entertainment, as well as playing behaviour. 

When we look at the history of computers, it is seen that people 

have met with computer games shortly after computers appear 

[10]. 

5 .  C A T E G O R I E S  O F  C O M P U T E R  

G A M E S  

The concept of computer games has shown many diversity 

since their first appearance into life, both the devices used in the 

digital game and digital game genres. In this context, in order 

to classify computer games, Presky classifications are classified 

into 8 main categories [11]. 

 Adventure games 

 Action Games 

 Strategy games  

 Simulation Games 

 Role Playing Games 

 Puzzle Games 

 Sports Games 

 Fighting Games. 

6 .  C O M P U T E R  G A M E S  A N D  

D E M O G R A P H I C S  

DeKanter (2005) stated that today's learning generation is 

extremely game literate [12]. In addition, the National Institute 

on Media and the Family indicated that video games were part 

of the daily lives of almost all children, either directly or 

through friends and family members, and that 92% of children 

aged 2-17 years played video and computer games. [13]. 

7 .  B E N E F I T S  O F  C O M P U T E R  G A M E S  

A N D  E D U C A T I O N   

In addition to being a recreational activity for people, video 

games provide people with various benefits, such as developing 

active learning and critical thinking skills, building knowledge, 

and supporting access to and use of electronic form information. 

[14]. In addition, it is stated that computer games have the 

benefits of providing hand-eye coordination, spatial abilities, 

imagination, reasons of shapes, mathematical thinking with 

geometry, visualization of objects related to chemistry and 

physics, and integration of shapes in space. [9]. 

8 .  G A M E  D E S I G N  

Game design is the process of creating the content and rules of 

a game. Good game design is the process by which the player 

feels the motivation to reach and the process of forming the 

rules that the meaningful decisions that he / she will take in 

order to achieve these goals. [15]. When designing an 

educational game, it is necessary to combine game design with 

the theory of education and to determine the game goals in 

parallel with the educational objectives. This is called 

educational game design. In this research, which was produced 

from a master thesis, the focus was on the development of 

computer games in determining the professional tendencies of 

children and in this context, the importance of the concept of 

vocational guidance came to the fore. 

9 .  V O C A T I O N A L  G U I D A N C E  

A chosen profession of the individual determines;  

a) Whether he / she has a permanent job throughout his life,  

b) Whether he / she is a successful person in his / her life, 

c) The nature and place of the environment to live in, 

d) Income and livelihood of the family, 

e) Whether to enjoy his / her job or not, 

f) Whether there is a businessman with a sense of responsibility, 

g) To provide satisfaction in general and to determine whether 

or not to be happy in life [16].   

However, as Reeves and Karlitz (2005) reported, “There are 

approximately 12,000 kinds of professions known in the world. 

The diversity of occupations makes it difficult for the individual 

to make an appropriate career choice, and unfortunately, as 

Özgüven (2000) states, Many people are unaware of their 

interest and ability in the field before they start any work or 

activity. they can only discover after their experiences and their 

own interests. [18] This situation shows us the importance of 

occupational guidance in the life of the individual. We can 

describe the professional guidance, "help individuals to 

recognize various professions, choose professions appropriate 

to their qualifications, prepare for their chosen profession and 

develop professionally." In cases where vocational guidance 

and career counseling are insufficient, individuals can choose 

wrong professions due to many factors such as fears, concerns, 

misinformation and environmental impact. [19]. Therefore, 

vocational guidance plays a critical role in shaping the 

individual's educational life.  At the same time, vocational 

guidance significantly affects the society and the state as well 

as the individual. Yeşilyaprak (2003) stated that the significant 

results of vocational guidance are emerging in the development 

of countries. [20]. Occupational guidance is a process that 

includes psychological and guidance services for students to 

prepare for their profession This process starts from the pre-

school period and focus on the student's development period.  

  

Vocational guidance helps individuals in the process of career 

selection;   

 To helping them to reach realistic and objective 

information about professions,  

 To help them discover their skills and skills,  

 To help all professions to appreciate, appreciate and 

develop a correct attitude towards working,  

 Help students to learn about existing colleges and 

universities,  

 It aims to help the professional development period to 

gain professional development duties and help the next 

period to be ready for development tasks and so on.  

In summary, vocational guidance helps students to make career 

planning in accordance with their personal, academic and social 

development. 
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1 0 .   C O N C L U S I O N  

As conclusion we can say that occupational preferences deeply 

affect the individual's life, living standards, social status and 

happiness in general. Therefore, it is vital for the individual to 

make the right professional choices. Here, an important 

responsibility arises for the instructors who will shed light on 

the student while realizing their vocational preferences. 

Vocational guidance processes are directly related to the 

abilities and interests of the individual and it is necessary to 

collect in-depth information about the individual. It makes. At 

this stage, it is critical that vocational guidance should benefit 

from the opportunities of developing and expanding new 

technologies. 

Finally, since computer games, which are a part of the life of 

the new generation, have brought about significant changes in 

the way individuals express themselves, vocational support 

processes are supported by educational computer games that 

can provide in-depth information about the student. It can be 

said that more studies are needed to use as.  
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